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INTRODUCTION 

This Adventure Module is part of The Disturbance 
Timeline RPG system and requires the 'Core Rules 
and Post-apocalyptic Time Period’, referred to as 
"CRPTP! 5 book to play- The Post-apocalyptic 
Expansion for CRPTP is free and optional. 

This adventure can be used with the _= intro 
adventure from CRPTPi1 on its owns or in another 
world entirely. but is meant for 3-4 PCs between H- 
bb" level. 

Like the primary Disturbance Timeline RPG rule 
books, these modules will be recommended for 
players aged 17? and up due to disturbing themes: 
adult humor, and drug use- The custom system that 
the NPCs are built on should  be-= partially 
translatable to many other tabletop RPGs. notably 
D20 and D100, but there will not be any conversion 
information included- The custom system is designed 
for unlimited development.i so any conversion will 
break down at a certain point- 

When balancing for different size groups or 
character levels, % NPC levels are roughly as 
strong as 10 PC levels in the custom rules. taking 
into account PCs losing combat effectiveness due to 
noncombat skill choices and points being more 
spread out- The combat in this module would range 
from medium to hard. depending on equipment and 
tactics.i for a group with minimum requirements. 

The leader of the Church of the Insane is 
Lunatic Larry- He and the church are _ fringe 
characters in the CRPTP intro adventure 'Moving On 
Up'- The region map for this adventure expands the 
area around Vicksburg (intro maps #1-#3 on the main 
RPG page).i mostly to the north. 

Italics indicate information meant to be read or 
paraphrased to the players for characterization 
purposes- This normally concerns NPCsi events. or 
the environment that PCs need to know or something 
that advances the story- How much or little of the 
total information is used during game play is up to 
the GM and the PCs actions. 


This adventure has three primary endings based 
on how the PCs decide to proceed- They can complete 
the job as it is givena join the cult. or both. Of 
course there is a fourth options they can launch an 
attack on The Church, but the cultists will fight 
to the last and win unless the PCs are much higher 
level than what the adventure calls for- If the 
compound is captured. loot is determined by the GM. 
The chance of a successful attack is tiny. so any 
reward should be large in addition to the loot 
found on the bodies. including supplies. weapons, 
gold.i and vehicles. 


OVERVIEW 

Church Compound 

The potholed road stops at the gate to the 
compound with several vehicles parked to the side 
of the road on an old building foundation. The 
Church resides here inside a subdivision that they 
have turned into a crude fortress- A rough, 
mismatched wooden wall protects the perimeter, and 
guards watch from unevenly placed platforms. Dead 
stumps stick up out of the sawgrass all over the 
place, marking where trees had been cut to keep 


anyone from seeing or climbing over the wall- The 
slope the compound is on is covered by waist high 
Sawgrass that waves back and forth in the breeze- 
A path is trampled down to the distillery sitting 
at the edge of the Tears River- 

Lunatic Larry and the Church of the Insane have 
control of an old subdivision that sits on a 


hillside in the shadow of Mt- Larry. north of 
Vicksburg. and overlooks the Tears River to the 
east- Once a closed community. only a_e single: 
closely guarded road leads in and out. 

A wall. three meters highs runs’ around. the 
entire perimeter that is made of wood scavenged 
from houses that once made up the subdivision- Bare 
foundations mark houses torn apart for materials. 
The inside of the compound cannot be readily seen 
from outside. but someone looking down the hill 
from above can see the- general layout. The 
perimeter fence is fortified on the inside with 
scrap metal- A house painted in a rainbow pattern 
is near the gate- Fields take up a large portion of 
the northern section of the compound. 
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The gate opens on jury rigged car wheels- Guard 
platforms reached by ladders stand above each side 
of the entrance- A booth to the right of the gate 
is where the public trader is during daylight 
hours- A door next to the booth gives members, 
special visitors.i and converts access through the 
wall. Regular travelers can only buy Church 
mushrooms and Larry's Juice from the public trader. 
Only members can access the full trade catalog (all 
basic items and whatever else the GM_~ wants 
available). and they must go inside to the member 
trader to do so- The gate is rarely opened and the 
guards also look over members’ vehicles’ parked 
outside the wall. 

At night: Outside activities are ended and the 
members party until late- Guards are = always 
stationed at the various posts. 


The Church of the Insane- 

Lunatic Larry: 190 HP, 32 AC, 14 MPT, pistol 113%. Death 
Master Pro e2DL0 DAM. 2 ROF. 200 AMMO. combat armor, 
boots, tactical gloves, steel helmet. tactical pants, 
value: 300. 

Church guards x10: &0 HP. 148 ACs & MPT, 
shotgun 2D10 DAM; 1 ROFs1 SO AMMOa leather armor, 
boots, leather gloves; tactical pants. XP value: 100 each- 

Church members x15: 35 HP. O ACs & MPT, pistol b?%, Junior 
Killer D10Q DAM: 1 ROF, 4 AMMO, XP value: 20 each- Note: 
Members with guns only carry one clip. 4 shots.1 mostly to 
alert the others while retreating to the compound, but can 
get whatever they need at the trader inside- 

Church Initiates x20: 35 HP, O AC. b&b MPT. melee b2%, steel 
pipe D1lOxe DAM. 1 ROF. XP value: 20 each. 


Church Specific KG Value Modifier 
Items Gr/gold 


Church Mushrooms . 3 hr duration, -3 MPT, 
-10 to hiti and 10 DAM 
immunity per -O1 kg 
consumed 


Larry's Juice 1 2 -3 KPFU. gas/diesel 
(1 liter) engine compatible 


Dog Food Factory 

This large metal building is surrounded by a 
parking lot that is slowly turning into a field. 
Grass and trees reach into the sky from the cracks 
in the concrete and sediment gathered in corners 
and low spots. Creaking metal is punctuated by 
occasional dog yelps- 


Packs of dogs are concentrated around~ the 
largest, H-shaped. building west of Vicksburg that 
had once been a dog food factory- The occasional 
traveler and local wildlife catch varies their 
diet. 

Four dog packs roam the general location. with 
two of them always close to the H-shaped factory- 
Exact positions are determined by the GM- The 
number of animals in each pack and amount of packs 
can be varied depending on PC’ numbers” and 
equipment - 

The Alpha male. female. and young animals that 
don't fight are in the warehouse that takes up the 
eastern most part of the building- Any remaining 
dog packs roaming the area will arrive at their 
defense on the third turn of combat if they are 
attacked. 

A search of the warehouse after the dogs are 
killed will reveal the remains of several less 
fortunate explorers- They were dragged inside to be 
eateni preserving some of their equipment. The 
following items are scattered among the human bones 
on the floor: pistol ammo x20. rifle ammo x10 
corroded shotgun shells x5. assault rifle shell 


casings x20. mortar and pestle. hammer. small 
canteens rags x10. chain, steel helmeti small riot 
shields and sledge hammer. 

At night: All but one pack that is out hunting 
are bedded in the warehouse with the Alphas- 


Dog pack- 
Dogs large: &0 HP, 5S ACi 10 MPT. unarmed &£5%, 2D1LO0xe DAM, 


1 ROF.s XP value: SQ. 
Dog. small x4: 30 HPs 5 ACs ? MPT unarmed 55%, D1O DAM, 1 
ROF. XP value: 10- 


Alphas and pups- 

Large dogs xe: 60 HP; 5 ACs 10 MPT. unarmed 65%, e2D10xe 
DAM, 1 ROF.s XP value: SO. 

Feral pups x8: 10 HPs O ACi 3 MPT. XP value: 1 each. 


Hermit's Cave 

The rough, dirt road ends at an overgrown yard. 
Waist high sawgrass sways in the breeze. forming a 
sea between the battered house and a cave created 
by an overhanging rock protruding from _ the 
hillside. 

PCs who pass a Vision check also see: TJhere are 
several elongated breaks in the grass that look as 
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though something is laying on the ground: and 
multiple pythons are sunning themselves in front 
of the cave opening: 

An old hermit once lived here for so long that 
his name was forgotten even to himself- Eventually: 
the pythons that he raised as livestock escaped 
their pens and repaid the favor- The cave is now 
home to a colony of pythons that have killed many 
adventurers looking to cash in on the _ fabled 
Hermit's Treasure- They are also the source of the 
pythons roaming the area. 

There are 10 mounds of skeletal remains 
scattered between the cave and nearby house- The 
contents of each mound is determined by rolling on 
the Scavenger Table twice (page 58 in the CRPTP). 

The hermit's remains are in the back of the 
cavei half buried in dirt and crushed egg shells 
mixed with ruined items from what once had been 
shelves full of supplies- Searching reveals these 
items: leather gloves, assault rifle ammo xeQ, 
glass bottle xei 5 kg of steel rods.i motorbike 
tire; 10 meters of wire. steel pipe. and 5+D10 
grams of gold in a leather pouch. 

At night: The snakes are more active at night 
and the larger ones are out hunting, leaving the 
babies in the cave alone or hunting rodents in the 
grassy area. 


Python nest- 

Python, baby x5: 50 HP. 5S ACa & MPT; unarmed 73%, D110 DAM, 
1 ROF., XP value: S50 each. 

Pythons small xe: 120 HPs ie ACs 10 MPT. unarmed 70%, 
2D1Oxe DAM. 1 ROF.s XP value: 150 each. 


Joe Mofo's Gang 

When a pair of soldiers approach the PCs while 
traveling: An earsplitting roar drowns out 
everything as two Kido’s appear from around a 
bend. The bikes have been spray painted black and 
white, matching the crude uniforms worn by the 
riders- They each raise a hand in welcome- 

If the PCs go to the headquarters: You see a 
fortified house on the hill overlooking a large 
pond- Drawing closer; you see the bottom floor 
Windows are covered in sheet steel with holes 
drilled for light and air- The door has a security 
gate crudely placed and there are bars over the 


second floor windows. Several motorbikes; whole 
and torn apart, litter the yard- 

This small motorbike gang provides 'security!’ to 
the area from their fortified clubhouse- They can 
often be encountered patrolling the roads in pairs, 
and will ask for 'donations!’ from any traveler they 
have never seen before or who has not paid in at 
least two weeks- This donation is always -l grams 
of gold or the equal in goods per traveler. 

If their request is ignored. they will fire a 
warning shot- Not paying after this will result in 
an attack- Since they call themselves a police 
force, and make some attempt to maintain’ the 
facadei they only attack until the travelers yield 
and pay the toll- They will attempt to escape on 
their bikes once they are below half health- To 
their credit, they will dispatch any hazards they 
run across and defend Vicksburg. The Church. and 
Mallton from attack if called on- These things keep 
many people from speaking up against them. looking 
the other way when a traveler ends up dead over a 
road toll argument. 

At night: The gang does not operate at night, 
preferring to relax inside their secure clubhouse. 

Joe Mofo's gang- 

Joe Mofo: 120 HPs O ACs & MPT. driving 88%. pistol 43%, 
Death Master Pro 2D10 DAM, 2 ROFs 5O AMMO1 XP value: COO. 
Vehicle: The Racer, 200 HP. 30 ACs 50% exposure. top speed 
155 kphi Engine Intake 2,1 Vehicle Spikes e- 

Soldiers x5: 50 HP, O ACs b MPT driving 47%. pistol 57%, 
Jr» Killer D1O DAM, 1 ROF. SO AMMO. XP value: SO each. 


Vehicle: The Kido. 100 HP. 5 AC. 70% exposure. top speed 50 
kph- 


Mallton 

Outside: This intersection was once a hub of 
activity. Now, all the foundations near the mall 
have been stripped for building materials. 
Sawgrass; shrubs; and trees spout from the cracks 
in the pavement, concrete, and parking lots- One 
building has survived: A two story mall with a 
hand painted sign over the front entrance that 
says ‘Welcome to the Kingdom of Mallton’- The only 
available entrance is the front door blocked by a 
metal security gate. 

Going inside: You walk through the surprising 
clean main entrance, passing two sets of security 
gates- The central room is dimly lit by broken 
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skylights- All the escalators but one have been 
ripped out- Two men stand at the top under a 
broken plastic sign that says 'Trader’. 

Ten full-time residents live in this abandoned 
mall community north of #$£Vicksburg- They are 
generally friendlyi claiming to be the Capitalist 
Lords of the Mallton Kingdom- Their trader charges 
double for the same goods everyone else has. while 
not paying out more for items he buys- They have an 
uneasy truce with The Church and the groups call 
each other a 'psycho cult’- Two groups of two 
Little Lords each roam the countryside during 
daylight hours in search of goods. 

This group has a huge stash of gold. food. ammo; 
and equipment the PCs will find if they manage to 
kill The Lords and search the building- If Lunatic 
Larry finds out the PCs have killed his allies. he 
will order them put to death- 

At night: All Little Lord scavenger parties 
return to the mall and the place is secured for the 
night- A guard is always on watch to alert everyone 
else to danger. 

The Capitalist Lords- 

King Money: 140 HP. 2& ACs & MPT, assault rifle 93%, M-38 
DLO DAM, 2 ROF. COO AMMO. Dura Tuch vest. hunting boots, 
tactical gloves, steel helmet, tactical pants. XP value: 200- 

Queen Money: 9O HPs 18 ACi 7 MPT, pistol 95%, Death Master 
Pro 2D10 DAM, 2 ROFs SO AMMOa Dura Tuch vest. sneakers; Dura 


Tuch fatigues, XP value: 150. 
Little Lords x&: 50 HPi 7? AC. & MPT. pistol 73%, ur- 


Killer D10O DAM, 1 ROF. 40 AMMO, leather jacket. steel toe 
boots, work pants. XP value: 50 each. 


North Bridge 

The concrete sides of the bridge are riddled 
with bullet holes and explosions from numerous 
ambushes here- Holes show through the deck to the 
Tears River below. 

This bridge, reached via a long route curving 
west and northsi is 5-9 kilometers from Vicksburg- 
The damage it has sustained from battle makes it a 
treacherous way to travel- There's a 5% chance (F4- 
99 on 2D10) any vehicle larger than 4-wheeled will 
cause the structure to collapse.i1 dumping anyone on 
the bridge into the river- It will be uncrossable 
by vehicles if this happens. 


Office Building 

This U-shaped building once had an entirely 
glass exterior three stories high- All the windows 
are busted and foliage has invaded the structure 
through cracks: 

This building sits north of the dog _ food 
factory- The first two floors have been well 
searched- Any Scavenger skill checks made inside 
this building have a -5 modifier- There also isn't 
any ammo in this building and any such results are 
rerolled. 

A small group of squatters have set up camp on 
the top floor- They have blocked access to _ the 
third floor and will only attack if someone breaks 
through their barricade- They own littlei and any 
loot found in their camp should be determined by 
rolling four times on the Scavenger table. 

At night: The squatters’ campfire can be seen 
burning on the top floor of the building- Half of 
them are out scavenging for items to take into 
Vicksburg and trade for food- 

Squatters- 

Healthy squatters xe: 40 HPi 5 ACi & MPT.1 melee b0%,4 
hunting knife DLO DAM, 1 ROF. XP value: SO. 


Sick squatters x4: 30 HP, O ACi b MPTi melee 60%. homemade 
knife DLO DAM, 1 ROF. XP value: 10. 


Outlaw Held Bridge 

This steel framed bridge is red with rust and 
battle scarred from endless fights here. The 
roadway is surprisingly intact despite the 
exploded; and looted: vehicle carcasses littering 
the way among the shell casings. 

PCs who pass a Vision check also see: Several 
bodies, bandits, victims or both: are caught in 
dead trees along the river bank downstream. 

The bridge just outside Vicksburg is the 
closest. and safest.i crossing point for the Tears 
Rivera making it a favorite choke point for wannabe 
thugs- None of them seem to mind that the failings 
of their kind can be seen the length of the 
crossing: 

The GM determines when outlaws are present or 
what is left of the last group that attempted to 
hold the bridge- In general. another group will set 
up camp within a couple days of the last one being 
wiped out- The large amount of traffic. 43-5 
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travelers a day. ensures plenty of people want the 
bridge cleared and as many are planning their own 
ambush there. 

Scavenger checks made on the bridge have a +20 
modifiers but only scrap metal and ammo can be 
found. 


Outlaw Gang- 
Thugs x3: 35 HP. O ACs & MPTi melee 67%, spiked bat D1Oxe 
DAM, 1 ROF.s XP value: 20 each. 


Tears River 

This tea colored: gritty water flows sluggishly: 
as though thicker than it should be- Everything 
within 5 meters of the water is dead. Poisoned 
trees adaroop into the water and animal skeletons 
lay half buried in black mud along the bank- 

Heat or chemical purification is not enough to 
make the water drinkable- Only evaporating the 
liquid and recollecting it will render it safe- 
Anyones or any animali whom drinks any liquid from 
the river will suffer e2DLOx10 DAM one hour later 
from the chemicals and poisons present- If they are 
still alive. they have a MPT modifier of -5 for the 
next two hours- Any character reduced to O or less 
MPT cannot move in combat. 

The water causes chemical burns for D10_ DAM 
every combat turn (successful Vigor save for half 
DAM) if someone enters or is knocked/thrown in. 

The water has a chance to flare up if hit by 
explosive or fire causing weapons- The chance is 
10% per 10 HP of DAM. 100+ points of DAM 
automatically causes a flare- When triggered. a 
flare burns off combustibles floating on an area of 
water 10 meters in diameter. This does 2D1L0 DAM to 
anyone inside the circle. and DLO to anyone within 
1 meter of the edge- 


Vicksburg 

This village is nestled among the ruins of what 
was once a much larger town- It is the only place 
nearby that is more than a single family or group 
gathered for safety- Other than Mallton, this is 
the only place to find a trader that sells to 


anyone - 

The mayor, Randy. maintains order here with this 
few bodyguards- Joanne is the local trader who has 
a selection of all basic items and any advanced 
items or recipes that the GM wants her to sell- 
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Intro maps #1-3., available for free at on the main 
RPG page. show Vicksburg in detail- The town's 
purpose in this module is to be a starting point 
and resting point with a trader. 

At night: The village is locked down for 
security. Nothing is open. 

Randy: 95 HPs 16 ACs & MPT shotgun 73%, semi-automatic 
shotgun 2DLO DAM. 2 ROF. 80 AMMOs Dura Tuch vest. steel toe 
boots, cargo pants. leather gloves, XP value: 100- 

Randy’s guards x4: S50 HP. 10 AC, 10 MPT. pistol 74%, The 
Winger DLO DAM, 1 ROF. 4O AMMO. football pads. steel toe 
boots, cargo pants. fingerless gloves, XP value: 50 each. 

Joanne: 120 HPs 30 AC, 10 MPT. ambidexterity 75%, pistol 
75%, Death Master Pro xe 2D1L0 DAM each, 2 ROF each, 300 AMMO, 
advanced combat armor, armored boots. tactical gloves. combat 
fatigues, XP value: 150. 


Water Distillery 

A crude:z stone structure used as a frame for the 
Church’s distillery sits at the edge of the river. 

The Church values their source of drinking water 
above all else.i going so far as to worship the 
workers one day a year at the height of summer- Not 
only do the distillery volunteers provide the 
compound with the fluid of lifes they die 
premature. ghastly deaths from being in contact 
with poisons for so long- They also have a house 
set aside for just them. but this is to keep their 
poisoned living area from the other cultists rather 
than a privilege of their status. 

Two guards from The Church are stationed at the 
distillery while it is operating- If attacked. the 
workers take the important parts of the distillery 
and run towards the compound- All available guards 
will move to defend them until they are inside the 
compound. 

At night: Important pieces (reflector and 
condensation basin) are carried inside every night 
and the remaining crude.i1 stone structure can be 
easily repaired if damaged. 


EXPLORING THE REGION 

The land detailed in the map is about’ three 
kilometers to the north and south. and five wide. 
If the characters are on foot--they most likely 
would be at the recommended module level--the 
entire area will take them a little time _ to 
navigate and explore. 
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Overland Travel: Characters on foot can travel 
at the rate of b-5 KPH- This is equal to 1048 meters 
per minute or 1-& MPT in combat- Characters can 
keep this pace all day if needed- If they have a 
vehiclei they can move at any speed they want up to 


the vehicle's maximum. 

PCs have a 6bO% chance of a random encounter 
every 30 minutes they spend traveling- This is not 
modified by anything- If an encounter is indicated: 
a second roll. D110. is made on the following table 
to determine what the PCs run into- 


Random Encounter Table-Da 


Travelers xe (Hostile): 60 HP, QO ACi & MPT, 
driving 57%, vehicle weapon 50%, front mounted 
machine gun 2D10 DAM. 3 ROF. SOO AMMO. XP value: 
50 each- Vehicle: SUV, 800 HP. QO AC, 30% 
exposure, top speed 50 kph. 

Python, small: 120 HPs ie AC. 10 MPT. unarmed 
70%, 2DLOxe DAMs 1 ROF. XP value: 150. 

Thugs x2: 35 HP, O AC, b&b MPT. melee b?%.1 spiked 
bat D1Oxe DAM. 1 ROF. XP value: 20 each. 

Two soldiers from Joe Mofo's gang- 

Starving cannibals x2: 30 HP. O AC. b MPT. melee 
b0%. homemade knife D110 DAM; 1 ROF. XP value: 10 
each- 

Travelers xe (Neutral): 70 HP.» QO ACi & MPT, 
driving 57%. vehicle weapon 50%. front and rear 
mounted machine guns 2D10 DAM each 3 ROF each, 
S00 AMMO, XP value: 50 each- Vehicle: Bulldog, 
3500 HP, 30 AC. 10% exposure. top speed 45 kph. 
Roll twice more (or until you get two results 
other than 0) and the PCs encounter these two 
groups fighting each other. 


ht 


Python, small: 120 HPs de ACs 10 MPT. unarmed 
70%, 2DLOxe DAMs 1 ROF. XP value: 150 each. 
Python, baby xe: 50 HPs 5S ACi & MPTa unarmed 732%, 
DLO DAM, 1 ROF. XP value: 50 each. 

Thugs x4: 35 HP. O ACi b&b MPT. melee b?7%. spiked 
bat D1Oxe DAM, 1 ROF.s XP value: 20 each. 

Thugs xe: 35 HP. O ACi b& MPT. melee b?7%. spiked 
bat D1Oxe DAM, 1 ROF.s XP value: 20 each. 

Starving cannibals x5: 30 HP. O AC. b MPT. melee 
bO%1 homemade knife DLO DAM. 1 ROF. XP value: 10 
each. 

Dog. small x10: 30 HP. 5S AC. ? MPT unarmed 55%, 
DIO DAM, 1 ROF. XP value: 10- 

Roll twice more (or until you get two results 
other than 0) and the PCs encounter these two 
groups fighting each other. 


Foundations: Many of the old buildings’ and 
houses in the area have been torn down for 
materials or collapsed in on themselves- These are 
marked as foundations on the map where there is 
still something left of them to see- A successful 
Scavenger skill check must be made at -5 for anyone 
to find someone at one of these locations. 

Abandoned Buildings: PCs get one free roll on 
the Scavenger table when searching an intact 
building. Additional finds require skill checks. 
Some of these are old businesses; but most are 
houses- Regardless of their previous use. they have 
a variety of new owners ranging from field mice to 
cannibals. 

Roll on the following table when the PCs 
investigate an intact building- 


Building Residence Table 


The PCs hear the scurry of small animals running away 

from them. 

A large dog charges the party from a hole in the 

debris. -2 Combat Order rolls- Dogi large: 60 HP. 5 
10 MPT. unarmed 65%, e2D1IOxe DAMs 1 ROF. XP value: 


A cannibal looks up from gnawing on flesh- Scout: 40 
HP; 5 AC. & MPT. melee 60%. hunting knife DLO DAM, 1 
ROF.; XP value: SQ. 

Cannibals jump up from gnawing on pieces of flesh- -2 
Combat Order rolls- Scout xe: 40 HPs 5S ACi & MPT. 
melee 60%, hunting knife D1O DAM, 1 ROF. XP value: S50 
each. 


Large dogs charge the party from a hole in the debris. 
-4 Combat Order rolls- Dog. large xe: bO HP, 5 AC, 10 
MPT. unarmed 65%, e2D1LOxe DAM. 1 ROF. XP value: S50 
each. 


THE STORY 

1. The Task 

The PCs are doing their thing when a stranger 
arrives in Vicksburg with a job- At least one of 
them is near enough to see the following- 

A coughing roar echoes through the empty 
streets, preceding a tattered pickup that rolls 
into town towing a dust cloud from the last time 
It’d been used to haul earth. The driver turns 
into the parking lot for Randy’s ‘office’ and 
parks across from the Kidos parked there- The 
truck engine diesels for several seconds before it 
belches a cloud of black smoke and dies- The 
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’ting’ of metal on concrete rings clearly as 
something falls off, followed by the creak of 
doors opening- 

The ariver climbs out, adjusts his patched 
leather armor, and pulls a shotgun from behind the 
seat to sling over his shoulder- A passenger: an 
older manz exits and pulls a woven hat down on his 
forehead. He’s dressed in a worn sports suit that 
has seen better days: with a pistol on his right 
hip- 

They both slam their doors and head to Randy’s 
apartment. 

Randy steps out his door when they reach the 
curb in front of his doorway. nodding to the guard 
that alerted him to visitors. 

Randy and the visitor talk to each other for a 
few minutes before Randy shrugs and points towards 
you. The older man turns. They both motion for you 
to come over. 

The older man pushes the woven hat up his 
forehead as you approach- You noticed he looks 
tired. 

PCs who pass an Logic check or a Doctor skill 
check are also told: You see the signs of 
radiation poisoning and wonder if it’s safe to 
even talk to him. 

He holds out his right hand to shake, pulling 
the sleeve of the too small jacket halfway up his 
forearm. 

"“T’m Jason Pierce- My daughter, Amanda:z has been 
influenced by a local cults and I’m looking for a 
few good people to find her-” 

“Good at what? Good at finding people or good at 
not getting paid?” 

You look over. A local wannabe adventurer named 
0Orim has wondered into the discussion. 

Jason’s face turns red and his eyes narrow 
before he clears his throat. “It’s a paying job- 
IQ grams- But I’m not asking you to kill them. 
Just tell her I’m here to take her back home. 
You'll be paid when she’s here to leave.” He 
unfolds a piece of photofabric, an electronic mesh 
that can record a single image at a timez and 
holds it up so they can see a tough looking 
brunette in combat armor sitting on a Bull quad 
under a tree. 

Orim scratches his chin and wanders off. 
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If a PC asks “What if she doesn't want to come 
back?": He looks shocked; waving his hands in the 
air. “Why wouldn’t she? Of course she does!” 

If a PC successful Influences Jason for more 
information: He pulls a flask from one jacket 
pocket, takes a SWigzi and puts it back- Strong 
spirits can be smelled on the breeze for a moment. 
“She met a bunch of them a couple kilometers south 
of here when up this way for a trade run- Kept 
talking about one with the long blond hair-” He 
rolls his eyes. “She asked me who'd look after the 
trade runs if she couldn’t do it. Then she 
disappeared with her quad and equipment- Left a 
note saying she’d gone to join the Church of the 
Insane." 

He doesn't know more than this if pressed for 
more information- The PCs are familiar with the 
Church- Their members are often seen trading with 
Joanne in Vicksburg to get rid of personal swag and 
will try to recruit anyone that's not already 
turned them down. 


e- The Compound 

At this point. the party needs to regroup if 
anyone strayed while those listening to Jason found 
out about the job- Once everyone is on the same 
pager they can decide where to proceed next- When 
readyi they should go to the Church compound north 
of Vicksburg- 


Upon arriving at the compound: 

PCs who pass a Wit check recognize the quad from _ the 
picture sitting with the members’ vehicles outside the gate- 

PCs who pass a Vision check notice the Church guards 
keeping a close eye on the party- 


The party has three choices at this point: 

xWait until they spot Amanda outside the compound and 
approach her. 

*Seek to begin the initiation to become an initiate so 
they can enter and find her. 


*xAttack, but she will help defend if they do and possibly 
be hurt or killed. 

The first option is viable- She will eventually 
exit the compound for some reason. giving the party 
access to her- However, the party will attract 
attention hanging around outside the compound- They 
have a 10% chance of her coming outside _ the 
compound for each daylight hour they wait- However, 
they have a 10% cumulative per hour chance of 
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Church guards demanding that they leave- If asked 
to leavei they can only seek to join the cult or 
attack to continue- If they manage to make contact 
with Amanda by loitering.i then skip to the section 
“Talking to Amanda". 

The second option is what they should do if they 
are interested in joining the cult.1 pursuing 
adventure, or maintaining the peace while 
completing their mission. 

Attacking the Church is an option, but is almost 
certain to end badly. 


3. Joining the Cult 

The most direct.i and safest. way for the party 
to reach Amanda is to express interest in joining 
the cult- The easiest way for them to do so is to 
ask the trader outside the gate about it- 

His demeanor becomes overly friendly the moment 
they ask about joining: “Ohi you’ll love it here!” 
The trader says: nodding repeatedly while smiling 
wide- His pupils are so big his eyes look all 
black. “We have plenty of food: water, ammo, and 
mushrooms." He pops a mushroom cap in his mouth 
and starts chewing it up- He holds one out and 
snatches it back when someone reaches for it. “Nox 
NO1 nor only members eat for free- Lay some dust 
down if you want some, brother-" He shoves the 
second mushroom cap into his mouth and absently 
chews. And chews. And chews. 

He gazes into spacei chewing the mushroom cap 
until one of the PCs says or does something to get 
his attention. 

He looks at the party suspiciously. “Why are you 
here? You wanted a MZliter, right?" He frowns, 
picking up a fuel jug marked “Larry’s Juice” on 
the side with obviously unegualis handwritten marks 
indicating liters on the side- “what are you 
putting it in?” 

If the PCs play along with his delusion. they 
will get a free liter of Larry's Juice since he 
believes its been paid for already- Otherwise. one 
of the PCs must remind him they want to join up- He 
continues when they do- 

‘Wasn't that yesterday that you joined?" He 
looks lost in thought for a moment- “Doesn't 
matter. You can’t go wrong joining our cult- Best 
cult in the world- Or we’ll go kill whoever you 
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say is better- And still be the best cult in the 
world!” 

He points to a small1 mismatched group sitting 
around a burn pit in the middle of a clearing 
surrounded by sawgrass- A man in camo and what 
looks like a bed sheet talks to them. He holds a 
MaSSIVe@1 fresh mushroom that he points to 
periodically. 

“That's Howard: our initiator,” the trader says- 
“Go talk to him.” 


4. Initiation 

As you get closer, you see that Howard has a 
bayonet under one armpit and a multicolored peace 
Sign on a bandanna around his neck- There are three 
people; two men and one woman sitting at the edge 
of the pit- One of them is Orim from Vicksburg. 

Howard looks at the party when you approach and 
laughs. “Ah; more warriors to spread the word of 
peace-"” He shakes his fist in the air to emphasize 
his point. 

If any PC points out contradiction with warriors 
“spreading” peacei Howard says: “The purpose of 
The Church of the Insane is to spread the word of 


peace- They accept it in the form of mushrooms or 
they take it in the form of bullets- Either way: 
they have peace!” He pumps his fist into the air a 
few times. 


When the PCs are ready to continue with the 
initiation: Howard motions for everyone to line up 
and the party falls in behind Orim- Each person 
takes a large. wrinkly mushroom cap and steps to a 
place around the fire pit- Howard gives each PC 
their own cap (2 doses of Church Mushrooms) and 
points to a spot for them to sit- 

He holds up another caps and says: “All 
initiates partake of the holy shroom!" 

PCs have two choices- They can eat it and go 
with things or try to fake their way along- There 
will be check(s) for each path for different 
purposes. 

Howard tears into his cap and doesn’t look to 
see if everyone else has until his is gone- 

Those in the party who eat their shroom find it 
dry and leathery. It doesn’t get chewed as much as 
gets mashed apart with the teeth- The earthy taste 
turns into an earthy smell after they chew it for 


a Wwhile- Finally: after several minutes:, the dried 
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fungus becomes slimy enough to slide down their 
throats and give their stomach a slightly sick 
feeling: 

PCs faking it must make a Wit check at +5 
modifier to continue- Otherwise, Howard notices 
they're up to something- He kicks them out for 
blasphemy (“You blasphemous pig! Don’t waste the 
Gods’ time/”) unless the PC successfully Influences 
him otherwise. 

Howard raises his palms towards the sky and 
tilts his head back. “MNushroom gods:1 welcome these 
newcomers to your fold. They are new to your ways; 
but they will see.” 

Those who ate their mushroom are beginning to 
see the world vibrate out of tune to what they 
feel. Their vision shimmers like heat waves are 
rising from the ground. 

Howard picks up what looks like a piece of 
garbage that turns out to be a tom-tom made from a 
coffee can and rough leather. He takes a broken 
drumstick from one pocket and starts thumping the 
drum steadily with the thick end.- 

“All hail the Nushroom Gods! 

Growing from the poisoned ground, 


powering the Church squads! 

All hail the Nushroom Gods! 

Helping to spread the word of peace: 
at the end of our rods! 


All hail the Mushroom Gods! 

Smiting our enemies with peace: 

While they watch, trip. and nod!" 

Howard beats on the drum faster and starts 
repeating the chant to the increased tempo- The 
PCs who ate their mushroom sit in awe- Howard now 
stands on a mound that has instantly grown at the 
edge of the pit- He appears ten feet tall- The 
white bed sheet wrapped around his torso is 
blinding. Everything ripples as though blown by a 
wind- The sawgrass behind him withers and twists, 
alternating between slapping at the ground and 
reaching upwards- Clouds race by in the sky: 
morphing and eating each other- Howard continues 
beating on the crude tom-tom and chants louder. 

PCs faking things must pass a Wit check at +5 
modifier to copy the actions of those under the 
influence. PCs faking things see: Howard begins 
the chant in a clear voice: but within a couple 


lines he starts mumbling and adrooling- He sways 
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back and forth as though drunk, gazing at the sky 
with his face blank for long enough to be worrying 
at times- Then he goes back to the mumbled chant. 
His drum beat becomes sporadic before he drops the 
stick and continues moving his hand back and forth 
as if still beating on it- The PCs and others who 
ate their mushroom are looking around dazed- Some 
absently pull on the sharp sawgrass: cutting their 
fingers, while others pour dirt from one hand to 
the other as though in a trance- Everyone’s pupils 
are so large that color can’t be seen in their 
eyes. 

The PCs under the influence of the mushrooms 
watch In awe as Howard gets bigger and bigger 
while the clouds in the sky blur by- The sun 
beating down feels like a physical force weighing 
on them- Sun rays in the dusty air look like 
glowing pillars- Ripples run over everything but 
the other people as though it’s all = Jliquid- 
Everyone stands out as though they’ve got a 
Charcoal outline around them- The sound of the 
tom-tom appears as a series of waves emanating 
like a stone thrown into a pond- The PCs zone out, 
watching the movement around them blur together.- 


Orim suddenly jumps up1 Swaying: screaming and 
smacking at his pants. “Ants! Get’em off! Get’em 
off! They’re biting meeeeeeee!"” He stomps and 
kicks around for a few seconds: then shouts 


something indecipherable and bolts into the 
Sawgrass towards the trees. 

The PCs under the influence must make a Wit 
check with zero modifier due to Orim'’s spectacle- 
Those who fail feel and see ants crawling all over 
them and run off into the sawgrass in a random 
direction to escape the infestation- Those who pass 
the Wit check recognize the movement on their legs 
as them sweating profusely and the ants as specs of 
black dirt that look as if they are crawling 
around. 

Howard randomly thumps on the tom-tom throughout 
the distraction- His eyes are almost shut and only 
a thin strip of white shows in each- The chant 
fades as he wilts to the ground- A_ profound 
peacefulness settles over everyone. 

Any PCs faking things now watch the others stare 
into nothing for most of three hours- At the end of 
the time they are under the influence, Orim and any 


PCs who ran off return from cowering in the 
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Sawgrass.i covered in scratches that have done D10O 
DAM. 

Howard twitches and stands up after everyone 
else starts moving some- Those who'd been under 
the influence have dull headaches and only 
remember bits of the last few hours. 

Howard rubs his eyes: and saysS:1 “That was fun. 
Who's for phase two?” 

Orim saySi1 “Ohi god: no more-" He jumps and 
kicks at something only he can see- 

Howard laughs- “No more mushrooms for you until 
you're part of the Church.” 

Orim groans and dry heaves bile- “Such a shame-" 

Howard claps his hands and rubs them together. 
He sways a bit before catching himself. “We need 
metal-" He points at a small scrap pile nearby 
that’s mostly hidden by sawgrass- “That’s the 
community scrap for those who want to armor their 
vehicle. Initiates are expected to add to it for 
final entrance into the compound. Five kilograms 
of some sort of scrap metal is required per 
initiate- Return here when you're ready for 
entrance.” 


5. The Search 

The five kilograms (5 kg) of metal is of any 
type from the scrap metal section of the scavenger 
table on page 54 of the CRPTP- Howard will wait at 
the initiation area until the initiates return so 
he can let the others know they succeeded- It 
doesn't matter where the metal comes from- PCs can 
purchase the metal from Joanne in Vicksburg or 
Mallton's trader if they want- The easiest way to 
find what they need is to start searching abandoned 
buildings and foundations. 


b- Entry 

The PCs should go back to Howard once they have 
what's required of them- He will check that they 
have the right amount before they drop it in the 
pile. 

Howard motions for the initiates to step close 
and he pats each on the shoulder. “You are now 
ready to meet Larry:,” he says to each person as he 
lays his hand on their shoulder. 

He leads everyone to the access door next to the 
trader’s booth, holding it open as they file 


through. A rusty spring pulls it shut behind him. 
-e2- 


Howard steps to a brass bell hanging on a post 
and shakes it several times. The sound cuts 
through the murmur of people going about their 
business- They pause in what they’re doing to 
catch a glimpse of the initiates before going back 
to what they were doing- 

The sound of the bell had barely faded before 
the door of a nearby, multicolored house flies 
open- A procession of half naked1 swaying: wide 
eyed people follow a tall man wrapped in bed 
sheets who must be Larry- A belt around his waist 
holds up a pistol and combat boots show from under 
the makeshift robe with each step he takes towards 
the group- His long brown hair is parted down the 
center and mingles in with a full beard that 
reaches to the middle of his chest. 

He gives each initiate a hugi and whispers: 
“Welcome to the Church,” in their ear. 

Once done; he waves a hand at the inside of the 
compound. “You now have access to our facilities-" 
He points at the multicolored house he came from. 
“That Is the communal living quarters- You are 
allowed to stay there for free or you can find 
your housing in one of the abandoned homes- See 
member trader for details.” 

Larry smacks a nearby, almost nude woman on the 
butt who turns and jumps on hima wrapping both 
legs around his waist while he carries her towards 
the multicolored house. 


?. Talking to Amanda 

Now that the PCs are inside the compound, they 
are free to look for Amanda- She will normally be 
near the trade house, but her precise location is 
up to the GM. 

The photofabric picture hadn't done the 
Amazonian woman justice. She stands over six feet 
tall and glares at the party when they approach. 
“What are you bothering me for?” 

The party leader explains your mission to her. 

At first, she frowns. Her face softens. Finally: 
she smiles: and suddenly bursts out laughing. 
“What the fuck did that old bastard tell you? I 
left on my free will- You’re out of luck if you 
think I’m going back-" She points at a pale. weak 
looking boyish man nearby- “I'm staying here with 
him to bring peace to the world. I’ll give you a 


note to take back to dad." 
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A cultist close by pats his pistol and laughs at 
the mention of peace- 

The PCs can either take the note she offers or 
try to Influence her to leave with them- Each 
successive attempt to Influence her has a 
cumulative -10 to succeed. If successful. she 
Simply walks out the gate with them and leaves- The 
PCs should return to Vicksburg and proceed to the 
section “Telling Jason the News™ when ready- 


&- Telling Jason the News 

All endings reward the characters 500 XP 
regardless of how they reached the conclusion. 

Ending A. Bringing Amanda Back: Jason slides off 
the truck hood to his feet when he sees you 
approach with his daughter. He hugs her protesting 
form and turns to the party- 

"T can’t thank you enough for bringing my 
daughter back." He hands the party leader a 
sandwich bag with ten grams of gold in it- “I'm 
sure my girl does too!" 

Everyone looks at Amanda who rolls her eyes; and 
Says; “Whatever; dad- Let’s go before I run off 
again.” 

Jason Pierce smiles- “That’s my girl!" 

Ending Bi Bringing Her Note Back: Jason looks 
over the party as you approach- “Where is she? 
Where’s my girl?” 

The party leader gives him the note. 

He frowns and takes it- He reads silently for a 
few seconds and starts ripping the note up. while 
saying, “How could she? That ungrateful little 
bitch.” 

He lets the shredded paper oarift to the ground 
while digging in his pockets- Seconds later: he 
has five grams of gold weighed out on the _ truck 
hood with a small hand scale. “Here’s your pay- At 
least I know she’s alive and well." 

The PCs can either take the reduced pay or 
argue, but they will only get their full pay if 
they successfully Influence him at -20 modifier. 

Ending CC. Amanda is Gone/Dead: vJason senses 
something wrong with your body language when you 
approach him- He puts his hand on his pistol and 
his body guard tenses. “What has happened?” 

The party members give each other guilty looks. 

The party leader says, “There was an incident. 


They.--uh..-attacked us.” 
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The rest of the party nods in agreement while 
glancing at each other. 

A tear wells to the corner of Jason’s eye as his 
hand trembles on his pistol butt. “You'd best move 
on with your business. I'll give you the benefit 
of the doubt that they started it, but only once.” 

One of the PCs can try to Influence him so they 
get some sort of gold reward; but any checks are 
made at -20 modifier- If successful.1 Jason pinches 
them out 2DL0x-L grams of gold- 

Once the PCs have spoken to him. Jason. his 
guardi and Amanda. if presenti will leave with 
Amanda leading the way on her Bull quad- 


CHURCH BENEFITS 

If the PCs joined the cult. they now have access 
to the Church trader and don't have to return to 
Vicksburg or Mallton for goods- More importantly, 
they have a secure, well guarded place to hole up 
between adventures or while working to loot the 
entire area. 

If they want a private house as opposed to 
staying in the communal lodging, they can pick the 
one they want and let the Church trader know- 
Payment is one gram of gold dust every month per 
person staying in the house or the equal in trade 
goods. 

All Church initiates and members must do some 
sort of work for their daily allotment of food and 
water or pay half price for such supplies from the 
trader. Job examples include carrying water, 
pulling guard duty.i1 scavenging for firewood, 
tending the mushroom or vegetable farm, or 
gathering sawgrass for the fuel distillery- These 
tasks are considered a part of the PCs normal day 
with the Church and are not played out unless the 
GM has a reason for doing so- 

Large. mushroom infused parties occur on most 
nights- These celebrations happen around a bonfire, 
involving the use of multiple crude musical 
instruments and hours long chants- They end once 
those gathered are passed out on the ground around 
the fire. 

Larry's Juice and Church Mushrooms are half 
price for all initiates- Initiates become full 
members after a month and their discount on Church 
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Mushrooms and Larry's Juice becomes one quarter 
full price. 


ADDITIONAL STORY NPCS 


Amanda Pierce: The source of Jason's trouble and who he is 
trying to find. Stats: 100 HPs 14 ACs 4 MPT. motorbikes 40%, 
melee 460%, axe 3D10xe, 1 ROF.1 combat armor, steel toe boots: 
heavy cargo pants. XP value: l1c0.- 

Vehicle: Bull quad- Seats 2, 5 AC, SOO HP. Modifier +10; 
exposure 50%, top speed 70 kph. Fuel Gas/b liter tank. 100 
KPFU. 4&0 kg storage. 


Jason Pierce: The head of a small farming and scavenging 
community to the south of Vicksburg. Amanda's father. Stats: 
bO HP. 2 ACi 5 MPT. pistol 483%, The Winger (Improved Sights 
1, Rapid Fire 1) D100, 2 ROF. SO AMMO. sports suit. sneakers, 
XP value: 50. 


Jason's guard: Jason's guard/driver is always close to 
him. Stats: 80 HPs 11 AC. b&b MPT. Y-wheeled 20%, shotgun 912%, 
pump shotgun (Improved Sights 2) 2D10. 1 ROFi 30 AMMO, 
leather armor, steel toe boots. cargo pants. XP value: 100- 

Vehicle: Farm truck- Seats 6b, 0 AC, &b00 HPs Modifier -10; 
Exposure 30%, top speed 45 kph fuel Gas/25 liter tank. 30 
KPFU. 300 kg storage. 


Orim: A young adventurer who lives in Vicksburg- 40 HPi 1 
AC, & MPT. melee b0%, baseball bat D1IOxe DAMi 1 ROF. cargo 
pants, XP value: 10. 


TERMS 

AC=Armor class 

CRPTP=Core Rules and Post-apocalyptic Time 
Period 


DAM=Damage 

GM=Gamemaster 

GR=Gram 

HP=Hit points 

KG=Kilogram 

KPFU=Kilometers per fuel unit 
KPH=Kilometers per hour 
MPT=Meters per (combat)turn 
PC=Player character 
NPC=Non-player character 
ROF=Rate of fire 
XP=Experience 
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